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(57) Abstract: A gaming machine for conducting a wagering game 
includes a primary display and a secondary display. A transmissive 
display is positioned in front of the primary display directly in the 
player's line of sight. The transmissive display is operable to selec- 
tively display transparent, translucent and opaque video images over 
the primary display. The transparent, translucent and opaque video 
images may be used to change, for example, a play mechanic asso- 
ciated with the wagering game and any reel symbols associated with 
wagering game. The transmissive display may also be used to pro- 
vide interactive player control and player selection elements for the 
wagering game and to facilitate player inputs to the gaming machine. 
Where the gaming machine includes a bonus game, the transmissive 
display may be further used to provide bonus features associated with 
the gaming machine. In some embodiments, the transmissive display 
may also be positioned over tlie secondary display. 
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WAGERING GAME WITH OVERLYING TRANSMISSIVE DISPLAY FOR 



PROVIDING ENHANCED GAME FEATURES 



Field of the Invention 
[0001] The present invention relates generally to gaming machines and methods of playing 
wagering games and, more particularly, to wagering games with enhanced featmes provided by 
video images superimposed over a display of the gaming machines. 

Background of the Invention 
[0002] Gaming machines, such as slot machines, video poker machines and the like, have 
been a comerstone of the gaming industry for several years. Generally, the popularity of such 
machines with players is dependent on the likelihood (or perceived likelihood) of winuaing money 
at the machine and the intrinsic entertainment value of the machine relative to otlier available 
gaming options. Where the available gaming options include a number of competing machines 
and the expectation of winning at each machine is roughly the same (or believed to be the same), 
players are likely to be attracted to the most entertaining and exciting machines. Shrewd 
operators consequently strive to employ the most entertaining and exciting machines, features, 
and enhancements available because such machines attract frequent play and hence increase 
profitability to the operator. Therefore, there is a continuing need for gaming machine 
manufacturers to continuously develop new games and improved gaming enhancements that will 
attract frequent play through enhanced entertainment value to the player. 

[0003] One concept that has been successfully employed to enhance the entertainment value 
of a game is the concept of a "secondary" or "bonus" game that may be played in conjunction 
with a "basic" game. The bonus game may comprise any type of game, either similar to or 
completely different from the basic game, which is entered upon the occurrence of a selected 
event or outcome in the basic game. Generally, bonus games provide a greater expectation of 
winning than the basic game and may also be accompanied with more attractive or unusual video 
displays and/or audio. Bonus games may additionally award players with "progressive jackpot" 
awards that are funded, at least in part, by a percentage of coin-in from the gaming machine or a 
plurality of participating gaining macliines. 
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[0004] Another way to increase the entertainment value of a game is to enhance the display 
of the gaming machines. For gaming machines with video displays, improvements in video 
technology have enabled the display of richer and more colorful grapliics. For mechanical 
displays, however, the improvements early on were less technologically advanced. For example, 
some mechanical reel symbols were colored by actually backlighting the symbols with colored 
lighting elements. Sometimes the reel itself might contain electroluminescent elements that 
defined one or more reel symbols. To display a symbol in multiple colors or formats, multiple 
electroluminescent elements were needed for that symbol. 

[0005] Recent advances in transmissive display technology have made it possible to more 
easily modify the appearance of a mechanical display. The transmissive display is essentially a 
transparent video display that is superimposed over the mechanical display. The transmissive 
display is then operated to display selected video images superimposed over the mechanical 
display. The video images may include translucent portions so that the underlying mechanical 
display is visible, but in an altered state (z.e., different color, texture, etc). The video images 
may also include opaque portions so as to completely block out the underlying mechanical 
display. For information regarding the use of transmissive display technology in gaming 
machines, the reader is referred to commonly-assigned U.S. Published Application No. 
20040198485, entitled "Gaming Machine with Superimposed Display Image," filed on 
November 7, 2003 and incorporated herein by reference in its entirety. 

[0006] The above-described transmissive display technology gives wagering game designers 
tlie capability and flexibility to more easily design and modify the appearance of mechanical 
displays. Accordingly, there is a need to develop new and improved wagering games for 
mechanical displays xxsing tliis technology, with features that take full advantage of the 
capabilities of the ti*ansmissive display to thereby enhance the entertainment value of the 
wagering games. 



Summary of the Invention 
[0007] The present invention is directed to a gaming machine for conducting a wagering 
game that includes a game display operable to display an outcome of a wagering game in 
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response to a wager. The gaming machine further includes a transmissive display overlaying tlie 
game display and operable to selectively display transmissive features over the game display. 
[0008] According to one aspect of the invention, tlie transmissive features of tiie transmissive 
display are conjSgured to change a play mechanic associated with tlie wagering game. 
[0009] According to another aspect of the invention, the transmissive featiu'es of tlie 
transmissive display are configured to provide interactive player-control and player-selection 
elements for the wagering game. 

[0010] According to yet another aspect of the invention, the transmissive features of the 
transmissive display are configured to provide bonus features associated with the gaming 
machine. 

[0011] According to still another aspect of the invention, the game display has a plurality of 
reels and reel symbols, and the transmissive features of the transmissive display are configured to 
alter the appearance of the reel symbols. 

[0012] Where the gaming machine includes a touch screen overlaying the transmissive 
display, the transmissive features of the transmissive display are configured to facilitate player 
inputs to the gaming machine through the touch screen. 

[0013] According to yet another aspect of the invention, a computer-readable storage 
medium is encoded with instructions for directing a gaming machine to implement the above 
features. 

[0014] Additional aspects of the invention will be apparent to those of ordinary skill in the 
art in view of the detailed description of various embodiments, which is made with reference to 
the drawings, a brief description of which is provided below. 

Brief Description of the Drawings 
[0015] FIG. 1 is a perspective view of a gaming machine embodying the present invention; 
[0016] FIG. 2 is a block diagram of a control system suitable for operating the gaming 
machine; 

[0017] FIG. 3 is block diagram of a transmissive display superimposed on a 
primary/secondary display of a gaming machine; 
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[0018] FIGS. 4a-4b are side views of a transmissive display superimposed on a primary 
display of a gaming machine; and 

[0019] FIGS. 5a-5d illustrate examples of various display functions that may be performed 
using a transmissive display superimposed on a primary display of a gaming machine. 

Detailed Description 
[0020] While this invention is susceptible of embodiment in many different forms, there is 
shown in the drawings and will herein be described in detail preferred embodiments of the 
invention with the xmderstanding that the present disclosure is to be considered as an 
exemplification of the principles of the invention and is not intended to limit the broad aspect of 
the invention to the embodiments illustrated. 

[0021] Referring to FIG. 1, a gaming machine 10 is used in gaming establisliments such as 
casinos. With regard to the present invention, the gaming machine 10 may be any type of 
gaming machine and may have varying structures and methods of operation. For example, the 
gaming machine 10 may be an electromechanical gaming machine configured to play mechanical 
slots, or it may be an electronic gaming machine configured to play a video casino game, such as 
blackjack, slots, keno, poker, blackjack, roulette, etc. 

[0022] The gaming machine 10 comprises a housing 12 and includes input devices, including 
a value input device 18 and a player input device 24. For output the gaming machine 10 includes 
a primary display 14 for displaying information about the basic wagering game. The primary 
display 14 can also display information about a bonus wagering game and a progressive wagering 
game. The gaming machine 10 may also include a secondary display 16 for displaying game 
events, game outcomes, and/or signage information. While these typical components found in 
the gaming machine 10 are described below, it should be understood that numerous other 
elements may exist and may be used in any number of combinations to create various forms of a 
gaming machine 10. 

[0023] The value input device 18 may be provided in many forms, individually or in 
combination, and is preferably located on the front of the housing 12. The value input device 18 
receives currency and/or credits that are inserted by a player. The value input device 18 may 
include a coin acceptor 20 for receiving coin currency (see FIG. 1). Alternatively, or in addition. 
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the value input device 18 may include a bill acceptor 22 for receiving paper currency. 
Furthermore, the value input device 18 may include a ticket reader, or barcode scanner, for 
reading information stored on a credit ticket, a card, or other tangible portable credit storage 
device. The credit ticket or card may also autliorize access to a central account, which can 
transfer money to the gaming machine 10. 

[0024] The player input device 24 comprises a plurality of push buttons 26 on a button panel 
for operathig the gaming machine 10. In addition, or alternatively, tlie player input device 24 
may comprise a touch screen 28 mounted by adhesive, tape, or the like over the primary display 
14 and/or secondary display 16. The touch screen 28 contains soft touch keys 30 denoted by 
graphics on the underlying primaiy display 14 and used to operate the gaming machine 10. The 
touch screen 28 provides players with an alternative method of input. A player enables a desired 
function either by touching the touch screen 28 at an appropriate touch key 30 or by pressing an 
appropriate push button 26 on the button panel. The touch keys 30 may be used to implement the 
same functions as push buttons 26. Alternatively, the push buttons 26 may provide inputs for 
one aspect of the operating the game, while the touch keys 30 may allow for input needed for 
another aspect of the game. 

[0025] The various components of the gaming machine 10 may be connected directly to, or 
contained within, the housing 12, as seen in FIG. 1, or may be located outboard of the housing 12 
and connected to the housing 12 via a variety of different wired or wireless connection methods. 
Thus, the gaming machine 10 comprises these components whether housed in the housing 12, or 
outboard of the housing 12 and connected remotely. 

[0026] The operation of the basic wagering game is displayed to the player on the primary 
display 14. The primary display 14 can also display the bonus game associated with the basic 
wagering game. The primary display 14 may take the form of a cathode ray tube (CRT), a liigh 
resolution LCD, a plasma display, an LED, or any other type of display suitable for use in the 
gaming machine 10. As shown, the primary display 14 includes the touch screen 28 overlaying 
the entire monitor (or a portion thereof) to allow players to make game-related selections. 
Altematively, the primary display 14 of the gaming macliine 10 may include a number of 
mechanical reels to display the outcome in visual associated to at least one payline 32. In the 
illustrated embodiment, the gaming machine 10 is an "upright" version in which the primary 
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display 14 is oriented vertically relative to the player. Alternatively, the gaming machine may be 
a "slant-top" version in which the primary display 14 is slanted at about a thirty-degree angle 
toward the player of tlie gaming machine 10. 

[0027] A player begins play of the basic wagering game by making a wager via the value 
input device 18 of the gaming machine 10. A player can select play by using the player input 
device 24, via the buttons 26 or tlie touch screen keys 30. The basic game consists of a plurality 
of symbols arranged in an array, and includes at least one payline 32 tliat indicates one or more 
outcomes of the basic game. Such outcomes are randomly selected in response to the wagering 
input by the player. At least one of the plurality of randomly-selected outcomes may be a 
start-bonus outcome, which can include any variations of symbols or symbol combinations 
triggering a bonus game. 

[0028] In some embodiments, the gaming machine 10 may also include a player information 
reader 52 that allows for identification of a player by reading a card with information indicating 
his or her tiTie identity. The player information reader 52 is shown in FIG. 1 as a card reader, but 
may take on many forms including a ticket reader, bar code scanner, RFID transceiver or 
computer readable storage medium interface. Currently, identification is generally used by 
casinos for rewarding certain players with complimentary services or special offers. For 
example, a player may be enrolled in the gaming establishment's loyalty club and may be 
awarded certain complimentary services as that player collects points in his or her player-tracking 
account. The player inserts his or her card into the player information reader 52, which allows 
the casino's computers to register that player's wagering at the gaming machine 10. The gaming 
machine 10 may use the secondary display 16 or other dedicated player-tracking display for 
providing the player with information about his or her account or other player-specific 
information. Also, in some embodiments, the information reader 52 maybe used to restore game 
assets that the player achieved and saved during a previous game session. 

[0029] Turning now to FIG. 2, the various components of the gaming machine 10 are 
controlled by a central processing unit (CPU) 34, also referred to herein as a controller or 
processor (such as a microcontroller or microprocessor). To provide gaming functions, the 
controller 34 executes one or more game programs stored in a computer readable storage 
medium, in the form of memory 36. The controller 34 performs the random selection (using a 
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random number generator (KNG)) of an outcome from the plurality of possible outcomes of the 
wagering game. Alternatively, the random event may be determined at a remote controller. The 
remote controller may use either an RNG or pooling scheme for its central determination of a 
game outcome. It should be appreciated that the controller 34 may include one or more 
microprocessors, including but not limited to a master processor, a slave processor, and a 
secondary or parallel processor. 

[0030] The controller 34 is also coupled to the system memory 36 and a money/credit 
detector 38. The system memory 36 may comprise a volatile memory (e.g., a random-access 
memory (RAM)) and a non-volatile memory (e.g., an EEPROM). The system memory 36 may 
include multiple RAM and multiple program memories. The money/credit detector 38 signals 
the processor that money and/or credits have been input via the value input device 18. 
Preferably, these components are located within tlie housing 12 of the gaming machine 10. 
However, as explained above, these components may be located outboard of the housing 12 and 
connected to the remainder of the components of the gaming machine 10 via a variety of 
different wured or wireless connection methods. 

[0031] As seen in FIG. 2, the controller 34 is also connected to, and controls, the primary 
display 14, the player input device 24, and a payoff mechanism 40. The payoff mechanism 40 is 
operable m response to instmctions from tiie controller 34 to award a payoff to the player in 
response to certain winning outcomes that might occur in the basic game or the bonus game(s). 
The payoff may be provided in the form of points, bills, tickets, coupons, cards, etc. For 
example, in FIG. 1, the payoff mechanism 40 includes both a ticket printer 42 and a coin outlet 
44. However, any of a variety of payoff mechanisms 40 well known in tlie art may be 
implemented, including cards, coins, tickets, smartcards, cash, etc. The payoff amounts 
distributed by the payoff mechanism 40 are determined by one or more pay tables stored hi the 
system memory 36. 

[0032] Communications between the controller 34 and both the peripheral components of the 
gaming machine 10 and external systems 50 occur through mput/output (I/O) drcuits 46, 48. 
More specifically, the controller 34 controls and receives mputs from the peripheral components 
of the gaming machine 10 through the input/output circuits 46. Further, the controller 34 
communicates witii the external systems 50 via the I/O circuits 48 and a communication path 
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(e.g., serial, parallel, IR, RC, lObT, etc.). The external systems 50 may include a gaming 
network, other gaming machines, a gaming server, communications hardware, or a variety of 
otlier interfaced systems or components. Althougli the I/O circuits 46, 48 may be shown as a 
single block, it should be appreciated that each of the I/O circuits 46, 48 may include a number of 
different types of I/O circuits. 

[0033] Controller 34, as used herein, comprises any combination of hardware, software, 
and/or firmware that may be disposed or resident inside and/or outside of the gaming machine 10 
that may communicate with and/or control the transfer of data between the gaming machine 10 
and a bus, another computer, processor, or device and/or a service and/or a network. The 
controller 34 may comprise one or more controllers or processors. In FIG. 2, the controller 34 in 
the gaming machine 10 is depicted as comprising a CPU, but the controller 34 may alternatively 
comprise a CPU in combination with other components, such as the I/O circuits 46, 48 and the 
system memory 36. 

[0034] FIG. 3 illustrates a block diagram of the gaming machine 10 where a transmissive 
display 54 has been superimposed on the display 14. The transmissive display 54 may be a 
transmissive liquid crystal display (LCD) or any other suitable transmissive display and is 
positioned directly in the player's line of sight as he or she views the display 14. In some 
embodiments, the touch screen 28 is then mounted over the transmissive display 54 in the 
player's line of sight. As mentioned above, the transmissive display 54 provides video images 
that may be selectively made transparent, semi-transparent (i.e., translucent), or opaque in 
selected places. This allows preselected images on the transmissive display 54 to be displayed 
over certain portions of the primary display 14, with the result that certain areas of the primary 
display 14 are either altered in some way (e.g., highlighted, colored, etc), or completely blocked 
by the images on the transmissive display 54. All video images on the transmissive display may 
be rendered in two-dimensional or three-dimensional graphics (e.g., using Flash Macromedia™). 
The images may be played back (e.g., from a recording stored on the gaming machine 10), 
streamed (e.g., from the gaming network), or received as a TV signal (e.g., either broadcast or via 
cable). The images may be animated, or they may be reaUife images, either prerecorded (e.g., in 
the case of marketing/promotional material) or as live footage, and the format of the video 
images may be an analog format, a standard digital format, or a high-definition (HD) digital 
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fonnat. Using the transmissive display 54 in this way allows niomerous types of inaprovements 
and enhancements to be made to the appearance of the display 14 in real time and dxH-ing 
on-going game play. 

[0035] Thus far, the transmissive display 54 has only been described as being superimposed 
on the primary display 14. It is also possible, however, to superimpose the transmissive display 
54 on the secondary display 16 as well without departing from the scope of the invention. Still, 
in most embodiments, the primary display 14 is the one with the transmissive display 54 
superimposed thereon. The reason for this is because in gaming machines 10 that involve the 
transmissive display 54, most of the time, the primary display 14 is a mechanical display, such as 
mechanical reels (e.g., for a slot machine), a mechanical wheel {e.g.^ a roulette game), one or 
more dice, a pachinko board, or other board game. For examples of the types of mechanical 
displays that may be used with the transmissive display 54, the reader is again referred to U.S. 
Published Application No. 20040198485, incorporated previously by reference. In alternative 
embodiments, however, the primary display 14 may be a video based display such as a CRT or 
LCD. In further altemative embodiments, the primary display 14 may be a diorama presenting a 
three-dimensional model of a game environment. The diorama may be stationary in some 
implementations, or it may slide or move around in one or more dimensions. 
[0036] FIGS. 4a and 4b illustrate exemplary implementations of the transmissive display 54 
where the gaming machine 10 employs mechanical reels as the primary display 14. In the 
examples of FIGS. 4a and 4b, there are three mechanical reels 58a, 58b, and 58c (only reel 58a 
seen here), each of which has a pluraUty of reel symbols, one shown at 60 (see FIG. 5a). At any 
given time, only three of the reel symbols 60 on each reel 58a-c are visible, resulting in a 
fhree-by-three array of reel symbols 60 that together represent a randomly selected outcome of 
the wagering game. The transmissive display 54 is then positioned over the mechanical reels 
58a-c and may be either a direct image (FIG. 4a) or a virtual image (FIG. 4b) display. 
[0037] AVhere the transmissive display 54 is a direct image display, as in FIG. 4a, the direct 
image may be generated by a flat panel transmissive video display 62 positioned in front of the 
reels 58a-c. Such a flat panel transmissive video display 62 may be, for example, a transmissive 
liquid crystal display (LCD) commercially available from LG Phillips LCD Co., Ltd., of Seoul, 
Korea, Sharp Electronics Corp. of Tokyo, Japan, and other display manufacturers. The flat panel 
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transmissive video display 62 is preferably preconfigured witli the touch screen 28 (see FIG. 3) 
mounted to a fiont svirface of the display 62. 

[0038] Wliere the transmissive display 54 is a virtual image display, as in FIG. 4b, the virtual 
image may be generated by a projection arrangement, for example, a video display 64 and a 
partially reflective mirror 66. The partially reflective mirror 66 is positioned at an angle (e.g. , 45 
degrees) over the mechanical reels 58a-c so as to project video images from the video display 64 
mounted below the reels 58a-c towards the player. The video display 64, which may also be 
mounted above the reels 58a-c, may be a CRT, LCD, dot matrix, LED, electro-luminescent, or 
other type of video display known to those having ordinary skill in the art. Video images from 
the video display 64 are reflected off the partially reflective mirror 66 so that they appear to the 
player to be superimposed over the mechanical reels 58a-c. In some embodiments, the 
transmissive display 54 further includes a transparent glass cover/window 68 positioned over the 
partially reflective mirror 66 that protects the mirror 66 and is optionally configured with the 
touch screen 28. 

[0039] FIGS. 5a-5d illustrate examples of the various display functions that may be 
performed using video images from the transmissive display 54 superimposed on the mechanical 
reels 58a-c of the primary display 14. In general, the various functions may be organized into 
four main categories: (1) informational, where the transmissive display 54 is used to provide 
instructions and other information to the player; (2) interactive, where the transmissive display 54 
is used to facilitate interaction between the player and the gaming machine 10; (3) emphasis, 
where the transmissive display 54 is used to highlight certain portions of the primary display 14; 
and supplemental, where the transmissive display 54 is used to provide additional graphics 
and/or symbols, either in conjunction with or independent of the primary display 14. These four 
display fimction categories are discussed below with respect to FIGS. 5a-5d. 
[0040] FIG. 5a illustrates an example of the informational category, where the transmissive 
display is used to provide instractions and other mformation to the player. As can be seen in this 
example, the primary display 14 of the gaming machine 10 includes the mechanical reels 58a-c, 
each of which mcludes a plurality of reel symbols 60. The transmissive display 54 is 
superimposed on the primary display 14 relative to the player's line of sight so that the player 
sees the transmissive display 54 first before seeing the primary display 14. Alpha and/or numeric 
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characters, indicated generally at 70, may then be displayed over the mechanical reels 58a-c via 
the transmissive display 54 to instruct tlie player regarding the rules of the game and the various 
game options that are available. The instructions and other information may be provided at any 
time througliout the gaming session as needed, hi some embodiments, the touch screen 28 is also 
present and is superimposed on the transmissive display 54, as illustrated by the touch screen 
buttons 30. 

[0041] FIG. 5b illustrates an example of the interactive category, where the transmissive 
display 54 is used to facilitate interaction between the player and the gaming machine 10. In this 
example, a hand icon or other graphical pointer 72 is displayed over the mechanical reels 58a-c 
using the transmissive display 54. The movement of the graphical pointer 72 about the 
transmissive display 54 may then be controlled by the player via a standard pointing device (e.g-., 
mouse, trackball, touchpad, etc.). This allows the player to interact with the gaming machine 10, 
for example, by selecting paylines, pressing buttons 30, initiating the spinning of the reels SSa-c, 
and so forth. 

[0042] FIG. 5c illustrates an example of the emphasis category, where the traasmissive 
display 54 is used to highlight certain portions of the primary display 14. Here, the transmissive 
display 54 is used to superimpose a plurality of paylines 74a, 74b, 74c, 74d, and 74e on the 
primary display 14. When certain reel symbols 60 of the mechanical reels 58a-c line up on one 
or more of the paylines 74a-74e, the transmissive display 54 lights up, encircles, or otherwise 
emphasizes the appropriate paylines 74a-74e, as indicated at 76. In the example of FIG. 5c, the 
transmissive display 54 may also be used to replace one of the mechanical reel symbols 60 with 
another symbol. Here, the transmissive display 54 is used to overlay the middle symbol of the 
third reel 58c with a "wild" symbol 78, thereby changing a potentially non-winning outcome into 
a winning outcome. 

[0043] FIG. 5d illustrates an example of the supplemental category, where the transmissive 
display 54 is used to provide additional graphics and/or symbols, either in conjunction with or 
independent of the primary display 14. In the example shown, an additional reel 80 having a 

plurality of reel symbols 82 is superimposed on the primary display 14 adjacent to the 
mechanical reels 58a-58c. The additional reel 80 may be the same size as the mechanical reels 
58a-58c, in which case the effect is to convert the primary display 14 from a three-by-three array 
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of reel symbols to a fom-by-tliree array. Tliis results in an increased number of possible symbol 
combinations and, hence, more possible wiiming outcomes. Alternatively, the additional reel 80 
may be operated independently of the mechanical reels 58a-58c, for example, as part of a 
separate bonus game. In that case, the additional reel 80 may be smaller the mechanical reels 
58a-58c (z.e,, a micro-reel) or it may be larger. In some embodiments, an entirely different game, 
such as a dice game (see dice 84), may also be played on the transmissive display 54. Tlie new 
game may be played independently of the game on the primary display 14 or as a supplement to 
the game on the primary display 14. 

[0044] Each of the previously listed FIGS. 5a-5d and the corresponding text describe the 
various display ftmctions that may be performed using the transmissive display 54 mounted over 
the mechanical reels 58a-c. Following is a brief description of the various game features, 
organized roughly into five categories, that may be implemented by using one or more of the 
functions shown and described with respect to FIGS. 5a-5d. 

GROUP 1: ENHANCING THE UNDERLYING REELS 

[0045] In Group 1, the transmissive display 54 over the mechanical reels 58a-c may be used 
to change the play mechanics associated with the underlying reels. Following are examples of 
Group 1 features. 

[0046] ALTERED OR MOVING PAYLINE. The transmissive display 54 over the 
mechanical reels 58a-c may create a nontraditional payline across the reel symbols 60. For 
example, if the most beneficial symbol combination that is displayed to the player is not aligned 
along a horizontal payline, but is instead aligned along a nontraditional zigzagged payline, then 
the nontraditional payline may be highlighted on the transmissive display 54 to provide a payout 
to the player. Additionally, the payline may move between a plurality of different payline 
positions, which means tliat both the mechanical reels 58a-c and the payline are moviag before 
indicating the randomly selected outcomes. 

[0047] UNLOCKED REEL. The transmissive display 54 may be made dark (Le., opaque) 
over an underlying mechanical display, such as a mechanical reel. Upon occurrence of a 
triggering event, the transmissive display 54 may be adjusted to reveal the underlying mechanical 
reel, which may, for example, be a bonus reel that results in a higher payout for the player. 
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[0048] ROVING SYMBOL CATCH. The transimssive display 54 may be used to provide 
liigliligliting around symbol locations. The Mghlighting may be randomly moved from symbol 
location to symbol location. In addition to the basic game that is played on tlie mechanical reels 
58a-c, if a certain symbol is highlighted (z.e., caught) by the highlighted portion, then an 
additional payout may be achieved. 

[0049] EXTRA VIDEO REEL. In addition to the basic game that is played with the 
mechanical reels 58a-c, the transmissive display 54 may be used to display a second slot-related 
game whereby video symbols rotate at the same time or at nearly the same time as the 
mechanical reels 58a-c. In one embodiment, the transmissive display 54 illustrates three moving 
video reels with only one symbol at a time being displayed, such that there is only one horizontal 
payline. The portion of the transmissive display 54 displaying the video reels is directly adjacent 
to and below the displayed region for mechanical reels 58a-c. 

[0050] ADJUSTABLE ARRAY SIZE. The transmissive display 54 may be used to adjust 
the size of the displayed region. For example, the transmissive display 54 may be used to display 
additional reels and/or reel symbols 60 on either side of, and/or above and below, the three 
mechanical reels 58a-c to mcrease the size of the displayed region. This allows the size of the 
displayed region to be increased up to a five-by-five array. The additional reels and/or reel 
symbols 60 may appear as part of a bonus game only, or they may be displayed as part of tlie 
basic game. It is also possible for the tratismissive display 54 to block out portions of the 
mechanical reels 58a-c to decrease the size of the array so that a smaller region is displayed. 
[0051] PAYLINE RIGHT-TO-LEFT. In general, payluie evaluation in a wagering game is 
performed from left to right. However, in some wagering games, if a predetermined symbol or 
symbol combination appears (e,g,, at a predetermined location on the mechanical reels 58a-c), 
then the payline evaluation is right-to-left (or up-and-down). The transmissive display 54 may be 
used to graphically illustrate the change in the payline evaluation to the players. 
[0052] ANY SYMBOL LEFT-TO-RIGHT. Some wagering games involving reels pay for a 
winning symbol combination, moving from left to right, regardless of the location of any 
traditional payline. In other words, as long as a symbol appears anywhere on the display region 
of the mechanical reels 58a-c, that symbol may be used to develop a winning symbol 
combination. In such a game, there may be multiple winning symbol combinations across the 
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reels, but the player only receives a payout for the best symbol combination. The transmissive 
display 54 may be used to highlight the best winning symbol combinations when this game 
format is used. Tliis is beneficial because it is often difficult for the player to identify a winning 
combination or the best winning combination among several winning combinations. 
[0053] IDENTIFYING HOT PAYLINE. The wagering game may be played in a manner that 
allows a player who wins on one active payline to achieve a game enhancement associated with 
that "hot" payline for the next spin or spins. For example, each time the player achieves a 
winning combination along that active payline, a multiplier is increased, extra credit is given, a 
bonus (e.g-., j&ee spins) is triggered, and so forth. Altematively, the "hot" payline may be 
randomly enabled or selected by the player without regard to the reel symbols. The transmissive 
display 54 may be used to identify the "hot" active payline and also identify the game 
enhancement that is associated with that payline for the next spin or spins. 

[0054] REELS IN BLANKS. The transmissive display 54 may be used to take advantage of 
the blanks in the mechanical reels 58a-c by creating the appearance of an independent reel in the 
blanks. When the mechanical reels 58a-c result in a blank on an active payline, the transmissive 
display 54 may be used to display a virtual reel, or the reel symbols of the virtual reel, spinning in 
the blank space. The virtual reel may be a micro-reel. The symbol of the virtual reel then 
replaces the blank for that round. The benefit to the player is a possible winning combination 
where there would otherwise not be a win by virtue of the virtual reel. 

[0055] SELECTING PAYLINES. The transmissive display 54 may be used in conjunction 
with the touch screen 28 to allow the player to select the paylines. For example, the transmissive 
display 54 may display handles or other graphical indicators for each payline. The player may 
select a payline by touching the handle for that payline. For example, the player may select the 
"hot" payline described above with respect to the IDENTIFYING HOT PAYLINE featm-e. The 
handle may then light up to indicate the payline has been activated. The player may also 
incrementally raise the wager amount on any active payline by touching the handle for that 
payline. 

[0056] PICK PATTERN SIDE BETS. Tlie transmissive display 54 may be used in 
conjunction with the touch screen 28 to allow the player to pick reel positions on the mechanical 
reels 58a-c, forming a pattem. For example, the player may pick a diagonal pattern across the 
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airay of mechanical reel symbols. The transmissive display 54 then highlights each reel location 
selected. When the mechanical reels 58a-c stop, the player is awarded a predetermined credit 
value for each symbol, if any, that lands in the selected pattem. In some embodiments, the 
gaming machine 10 (or gaming network) may pick the pattem instead of the player. 

GROUP 2: MODIFYING THE UNDERLYING REEL SYMBOLS 

[0057] In Group 2, the transmissive display 54 over the mechanical reels 58a-c may be used 
to change the reel symbols 60 associated with the underlying reels. Following are examples of 
Group 2 features, 

[0058] EXPANDING AND / OR ROVING WILD. If a certain symbol appears on one of the 
mechanical reels 58a-c, then the transmissive display 54 overlays the entire displayed portion 
(z.e., the one-by-three array) of that mechanical reel with a symbol or symbols so that the entire 
reel becomes wild. In another embodiment, a certain symbol appearing on one of the mechanical 
reels 58a-c causes the transmissive display 54 to transform the symbols that are horizontally 
adjacent to that symbol into wild symbols. Thus, the transmissive display 54 may be used to 
show wild symbols expanding in any direction across multiple reels. Furthermore, a wild symbol 
may appear on the transmissive display 54 that moves from symbol location to symbol location 
as the mechanical reels 58a-c are spinning. Once the mechanical reels 58a-c stop spinning, the 
moving wild symbol also stops, and the reel symbol 60 over which the wild symbol stops 
becomes a wild symbol for any active payline upon which it is aligned. 

[0059] CHARACTER WILD. The transmissive display 54 may be used to show an animated 
character moving over the mechanical reels 58a-c while the reels are spinning. Wherever the 
character is when the mechanical reels 58a-c stop, that mechanical reel or reel symbol 60 is 
turned into a wild. The movement of the character is independent of the outcome of the 
mechanical reels 58a-c. In one embodiment, the transmissive display 54 shows the character as a 
seal that slides down one of the mechanical reels 58a-c. Whichever reel tlie seal slides down, the 
transmissive display 54 transforms that entire reel into wild symbols. The seal may also reveal a 
midtiplier at the conclusion of its slide. In another embodiment, the character roams randomly 
over the mechanical reels 58a-c. The reel or reel-symbol location on which the character stops is 
transformed by the transmissive display 54 into a wild symbol. 
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[0060] CHARACTER-REEL INTERACTION. The transmissive display 54 may be used to 
display an animated character interacting with tlie mechanical reels 58a-c. For example, the 
animated character may be shown spinning the reels, pulling/pushing on the reels, bumping the 
reels, casting a spell on the reels, or otherwise affecting the operation of the reels. The 
interaction between the character and tlie reels may nudge the reels in one or more directions, 
cause the reels to be respun, slow/stop the reels, and so forth. The result may be a wiiming 
outcome and/or an enhanced payout to the player. 

[0061] HIDDEN SYMBOL REVEALED. The transmissive display 54 may also be used to 
create opaque regions over certain reel symbol 60 locations to block out those symbol locations. 
In response to a triggering event, the opaque regions become translucent or transparent to reveal 
the underlying hidden symbols. As an example, an opaque region or regions may be randomly 
moved across various symbol locations as the mechanical reels 58a-c are spinning and stopping. 
If a certain reel symbol 60 is located under the moving opaque region when all of the mechanical 
reels 58a-c stop, then the payout, if any, is multiplied by a multiplier. 

[0062] DYNAMIC MULTIPLIER. The mechanical reels 58a-c may include a symbol that is 
a variable or dynamic multiplier (e.g., "?X'0. If that dynamic multipUer is aligned along an 
active payline, the transmissive display 54 may be used to display the value for the dynamic 
multipUer by illustrating a certain number {e.g., 2, 4, 8, etc.) over the dynamic multiplier symbol. 
This value, which multiplies any payout award to the player, may be randomly assigned for that 
particular spin of the mechanical reels 58a-c. 

[0063] BOUNCING ENHANCEMENT SYMBOL. The transmissive display 54 may be 
used to show an enhancement symbol bouncing randomly over the mechanical reels 58a-c. 
Wherever the bouncing enhancement symbol stops, that reel position is enhanced. For example, 
the enhancement symbol may be a multiplier symbol. If the multipUer symbol lands on a reel 
location in a winning payline, the payout for that payline is multiplied. If the enhancement 
symbol is a wild symbol, whichever reel position the wild symbol lands on, that reel position is 
transformed into a wild symbol. The bouncing enhancement symbol may be triggered by a 
predetemiined symbol or symbol combination, such as the mechanical reels 58a-c resulting in 
tliree blanks, either anywhere or on an active payline. The bouncing symbol may have multiple 
random aspects, such as the location on which it stops and the type of enhancement that it brings 
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to the reel location or the symbol location (e.g. wild, multiplier, guaranteed minimum payout, 

etc.). 

[0064] MICRO-REEL ON SYMBOL LOCATION. At least one symbol location can be 
used to display a miniature (z.e, micro) set of video reels, allowing the player another chance to 
win a payout or to enhance an existing payout achieved on the mechanical reels 58a-c. For 
example, if a player achieves a winning symbol combination along an active payline, and a 
certain "micro-reel" symbol appears along that active payline on the transmissive display 54, then 
the player is permitted to play the secondary "micro-reel" slot game that takes place within that 
symbol location. 

[0065] BRIGHT-LIT "BLANKS" WITH VIDEO SYMBOL. The transmissive display 54 
may be used for multiple functions in the same wagering game. For example, bright backlighting 
may be used to project through the transmissive display 54, which provide some type of symbol 
or message indicating that the symbol for that symbol location is about to change. The 
backlighting may then be teiminated and the enlianced symbol be displayed in that symbol 
location on the tiansmissive display 54. As such, the backlighting creates a virtual blank on the 
mechanical reel and that location. 

[0066] SYMBOL APPEARS ON BLANK. The mechanical reels 58a-c may be provided 
with blanks. When one of the blanks appears over an active payline, the transmissive display 54 
is used to display a symbol over that blaiik location. As such, the blank location on the 
mechanical reel becomes a variable or dynamic symbol that may be changed as needed This 
allows the player to achieve a winning outcome from an otherwise non-w innin g outcome. 
10067] HOLDING SYMBOL OR SYMBOL LOCATION. The transmissive display 54 may 
be used to hold a desirable symbol along a payline even though the underlying mechanical reel is 
respun. In other words, the player is allowed to maintain a desirable symbol by holding the 
symbol in the desired symbol location and, hopefully, the other mechanical reels 58a-c will 
produce symbols that result in a winning combination when added to the held symbol. The 
transmissive display 54 may also allow a player to hold a certain symbol location, such that if a 
certain symbol lands witliin the held symbol location, an additional award is provided to the 
player. In this embodiment, tlie transmissive display 54 is used to highlight the held symbol 
location by outlining or highlighting, preferably with color. In some embodiments, the gaming 
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machine 10 may select the symbol or symbol location to be held, either by design (z.e., upon 
occuiTence of a predetennined event) or randomly. If the respun mechanical reels 58a-c produce 
a matching symbol or if a certain symbol lands within the held symbol location, an additional 
award is provided to the player. 

[0068] MYSTERY SCATTER / MYSTERY PAY. Some symbols are not required to be 
aligned along an active payline to produce a winning outcome. These symbols are often referred 
to as "scatter" symbols, providing a "scatter" payout. The transmissive display 54 may be used 
to convert randomly selected symbols on the mechanical reels 58a-c into scatter symbols. Tlie 
transmissive display 54 may also be used to convert the symbols in an active payline that is an 
otherwise non-winning outcome into a winning outcome. For example, where three blanks 
appear in a row on the mechanical reels 58a-c, the transmissive display 54 may be used to 
transform three blanks into wild symbols. The transmissive display 54 may also be used to 
convert blanks into symbols that are part of the game. For example, all blanks may be turned 
into cheiTies, and so forth. 

[0069] ANIMATED COLORING, hi some gaming machines 10, the reel symbols 60 are 
subjected to a second evaluation where the payout is based on the color of the symbols. Thus, for 
example, a red "7" may have a higher payout than a white "7/' and so on. The transmissive 
display 54 may be used to visually change the color of a reel symbol 60 on the mechanical reels 
58a-c in an animated manner upon occurrence of a predetermined symbol or symbol 
combination, resulting in a potentially higher payout. For example, the transmissive display 54 
may show the reel symbol 60 filling up with a different color, or the reel symbol 60 may be 
rotated through several colors before stopping on a randomly selected color. 
[0070] VIDEO REEL ON TOP OF MECHANICAL REEL. The transmissive display 54 
may be used to show a virtual reel on top of the mechanical reel 58a-c. The virtual reel may be 
spinning nearly synchronously with the mechanical reel 58a-c and may be used to modify the 
color and/or other aspects of the symbols 60 on the mechanical reel 58a-c while spinning, or to 
replace one or more symbols 60 on the mechanical reel 58a-c with other symbols. 
[0071] COMBINATION SYMBOLS. Combination symbols are symbols that are spread 
over two or more reel locations. Each reel-symbol location contains only a portion of the 
symbol, for example, half of a watermelon, so that all portions are required for the player to be 
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awarded that symbol. The transmissive display 54 may be used to provide tlae otlier portion or 
portions of the symbol. For example, a mechanical reel symbol 60 may only provide the Ying 
portion of the Ying and Yang symbol. The transmissive display 54 may tlien be used to provide 
the missing Yang portion. Several implementations are possible for providing tlae missing 
portions, including one or more additional reels that are horizontally adjacent to the mechanical 
reels 58a-c. 

[0072] REPEATED SYMBOL WIN. In some gaming machines 10, the same symbol in the 
same location on a different reel results in an increased payout if the active payline is a winning 
payline. The transmissive display 54 may be used to provide the duplicate symbol via an 
additional reel. For example, a certain symbol (or any symbol) may land in a particular location 
on the mechanical reel 58a-c. If the same symbol lands on the same location on the virtual reel 
shown on the transmissive display 54, the player is awarded the increased payout. The 
REPEATED SYMBOL WIN feature may apply to all symbols in a winning symbol combination. 
If the transmissive display 54 displays the same symbol at any location where an xmderlying 
symbol on the mechanical reel is invoh^ed in a winning combination, then the payout is 
increased. If two symbols on the transmissive display 54 are overlying two winning symbols in a 
single winning symbol combination, then the payout may be further increased. The symbols on 
the transmissive display 54 may randomly move across the transmissive display 54 as the 
underlying mechanical reels 58a-c spin, then stop when the mechanical reels 58a-c stop. In 
addition, one or more of the "duplicate" symbols on the virtual reels may actually be game 
enhancement symbols (e.g., wild symbols) that enhance the reel symbols. Furthermore, the 
symbols on the virtual reels may be added to the symbols on the mechanical reels 58a-c, 
transforming a three-symbol win, for example, into a four-symbol win. Thus, it is also possible 
in a five-by-three array for a player to achieve up to a ten-symbol win, where five of the winning 
symbols are shown on the mechanical reels and five of the wmning symbols are shown on the 
overlying transmissive display 54. hi these embodhnents, the pay table is extended to include 
additional payouts covering the extra winning outcomes, and the transmissive display 54 may be 
used to visualize the extension of the pay table. 

[0073] PLACE YOUR WILD SPOT (SCATTER TOO). The transmissive display 54 may be 
used in conjunction with the touch screen 28 to allow the player to select a wild spot. The 
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transniissive display 54 may provide a video overlay that tlie player may touch to select the 
location of the wild spot on the mechanical reels 58a-c. That location then becomes a wild when 
the reel stops, and/or all symbols that resemble the symbol landing in that location become wild 
when the reel stops. Similarly, the player may also select locations on the mechanical reels 58a-c 
that, if a certain symbol stops in that location, a scatter payout is achieved (or a higher than 
normal scatter payout is achieved if a normal scatter symbol lands in that location). 
Alternatively, the locations for the wild and/or scatter symbols may be randomly selected. 
[0074] ARRAY GHOSTED OVER REELS. The transmissive display 54 may be used to 
provide a second array that is ghosted over the mechanical reels 58a-c. The second array is 
special in that it may include only wilds, multiplier, and blanks. Any wild, multipher, or blank of 
the second array that lands on an active payline of the mechanical reels 58a-c replaces the 
underlying symbol 60 on the mechanical reels 58a-c. 



GROUP 3: ADDING CONTROL AND SELECTION ELEMENTS 

[0075] Li Group 3, the transmissive display 54 may be used to provide certain interactive 
player control and player selection elements for the mechanical reels 58a-c. Following are 
examples of Group 3 features. 

[0076] SHOW UNDISPLAYED PORTION OF MECHANICAL REELS. The transmissive 
display 54 may be used to preview the reel symbols 60 on the mechanical reel that are not yet 
visible {i.e., are just outside the array of reel symbols 60). For example, the transmissive display 
54 may be used to show which reel symbols 60 are located directly below the lowermost row of 
the array (and hence out of sight) or dkectiy above the uppermost row. The player may wish to 
view these reel symbols 60 where the gaming machine 10 is a type that provides the player the 
opportunity to move one of the mechanical reels 58a-c after it has stopped (z.e., a NUDGE 
feature) in order to achieve a better result. 

[00771 TOUCH SYMBOL TO REVEAL BONUS. The mechanical reels 58a-c may have a 
certain symbol that provides one of a plurality of different bonuses to the player. If this 
bonus-triggering symbol is displayed on a stopped mechanical reel witlain the displayed region of 
the mechanical reels 58a-c, then the player may be instructed to touch the transmissive display 54 
over the bonus-triggering symbol to reveal the bonus. Altematively, if the bonus-triggering 
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symbol is displayed on one of the mechanical reels 58a-c, the transmissive display 54 may be 
used to display a variety of player-selectable elements^ each of which hides a certain bonus for 
the player (e.g., a multiplier, a credit amount, an invitation to play a distinct bonus game, etc.). 
The player is then instructed to select one of the elements, and is awarded tlie bonus that is 
revealed after his or her selection. 

[0078] STOP OR BRAKE FEATURE FOR MECHANICAL REELS. The transmissive 
display 54 may be used in conjunction with the touch screen 28 to allow a player to slow the 
movement of one or more of the mechanical reels 58a-c. For example, the player may touch a 
certain area of the touch screen 28 that is shown as a button 30 or lever on the transmissive 
display 54. In some instances, the player's touching of the transmissive display 54 may cause one 
of the mechanical reels 58a-c to stop in a certain location. These features may be provided even 
on gaming devices that have a purely random outcome by providing a certain mystery bonus after 
each game. The mystery bonus results in the payout associated with the random outcome that 
was intended to be achieved had the player not used the stop or brake feature on the transmissive 
display 54. 

[0079] SELECTING REEL TO RESPIN. The transmissive display 54 may be used to allow 
a player to respin one or more of the underlying mechanical reels 58a-c. For example, the 
transmissive display 54 may include an up-arrow or a down-arrow that the player touches to 
instruct the gaming machine 10 to respin the reel in a certain direction. The respin feature may 
be awarded to the player for collecting certain beneficial symbols during the gaming session. 
[0080] BLIND SELECTION OF BENEFICLAJL FEATURE. The transmissive display 54 
may be used to display a plurality of player-selectable elements, each of which masks a certain 
beneficial feature that the player may use to affect the outcome of the mechanical reels 58a-c. 
For example, after achieving a non-winning result, three shells may appear on the transmissive 
display 54. The transmissive display 54 may indicate to the player that the selection of a certain 
shell v^U cause the respiiming of the reel number that is revealed by the shell. Thus, if the player 
chooses a shell that reveals "Reel Nimiber 1," the first reel will be respun. In a similar fashion, a 
plurality of player-selectable elements associated with the nudging of a certain reel or reels 58a-c 
may be selected by the player and subsequently revealed. This feature may be used in 
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conjunction with the SHOW UNDISPLAYED PORTION OF MECHANICAL REELS feature, 
which was described above, 

[0081] BLIND SELECTION FOR SUBSEQUENTLY USED FEATURE. The transmissive 
display 54 may display a plurality of different player-selectable elements, each of which masks a 
certain symbol or feature that may affect the outcome of subsequent spins of the mechanical reels 
58a-c. The array of player-selectable elements may perform a variety of functions, including 
masking symbols or features such as multipliers, transforming symbols on the mechanical reels 
58a-c into wild symbols, creating scatter payout symbols, and so forth. 

[0082] CREDIT / CASH METER CHANGES. In multi-denominational gaming machines 
10, the transmissive display 54 may be used in conjimction with the touch screen 28 to allow a 
player to change the token denomination. For example, the transmissive display 54 may provide 
an overlay showing the various available token denominations, such as pennies, nickels, quarters, 
dollars, and so on. The player may then switch the token denomination (e.g., from a nickel game 
to a penny game) by touching the appropriate denomination indicator displayed on the 
transmissive display 54. 

[0083] TOUCH SYMBOL TO REVEAL PAYOUT. The transmissive display 54 may be 
used in conjunction with the touch screen 28 to allow a player to touch a symbol to reveal a 
payout and/or a pay table associated with the payout. For example, the transmissive display 54 
may animate a pop-up window showing the payout and/or the pay table associated with the 
payout when the player touches one of the symbols in the wiiming outcome. The player may also 
view, via another pop-up window, the potential payout of a symbol (i.e., before he or she places a 
wager or spins the reels). The transmissive display 54 may also allow the player to make side 
bets on a selected symbol, modify the appearance or function of a selected symbol, view a pay 
history for a selected symbol, and/or adjust a wager on an individual payline, and the like, 
through the pop-up window. For information regarding such a pop-up window, the reader is 
referred to commonly-assigned U.S. PubUshed Application No. 20040219968 entitled "Gaming 
machine with interactive pop-up v^ndows," filed on November 4, 2004, and incorporated herein 
by reference. 

GROUP 4: ENHANCING PLAYER INTERFACE 
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[00841 In Group 4, the transmissive display 54 may be used to allow tlae player to create 
inputs to the gaming machine 10 through a touch screen 28 that is associated with the 
transmissive display 54. Following are examples of Group 4 features. 

[0085] PLAYER LOGIN AND INFORMATION ENTRY. Tlie transmissive display 54 may 
be used in conjunction with the touch screen 28 to facilitate player login and information entry. 
For example, the transmissive display 54 may provide an overlay of a virtual keyboard that the 
player can use to enter his or her identification, club membership number, and other information. 
The player may then enter his or her information by touching the appropriate keys on the virtual 
keyboard. The transmissive display 54 may also be used to track the player, for example, by 
displaying the wagering activity of the player over a certain period of time and/or the frequency 
that the player plays certain gaming machines, and so forth. 

[0086] REEL NUDGES. The transmissive display 54 may be used to nudge or otherwise 
move the reels. For example, if a certain winning s}/mbol combination has just barely missed 
because a needed symbol is slightly off of the active payline (e,g,, by one reel symbol position), 
then the transmissive display 54 may be used to illustrate the needed symbol moving onto the 
active payline, creating the winning combination. It is also possible for the player to interact 
with the transmissive display 54, wliich has the overlying touch screen 28, by moving his or her 
finger upwardly or downwardly to cause the video version of the symbol to be displayed along 
the active payUne, thus achieving the desired winning combination. The transmissive display 54 
may also be xzsed to effectuate physical nudges. For example, the transmissive display 54 may 
display arrows or other pointers that randontily move over the mechanical reels 58a-c. If the 
arrows or other pointers land on one of the mechanical reels 58a-c, the gaming machine 10 
physically nudges that reel in the direction pointed to by the arrows or other pointers. If the 
player is permitted to assist in the nudging, this feature may also be considered an ADDING 
CONTROL AND SELECTION ELEMENTS feature. 

[0087] PAYLINE INDICATOR. Usually, a payline that extends across the mechanical reels 
58a-c terminates at both ends in payline indicators (see 74a-e in FIG. 5c), which may be 
highlighted to show that the player has chosen to play (/.e., activate) that payline. The 
transmissive display 54 may be used to provide dynamic highlighting of payline indicators for the 
underlying mechanical reels 58a-c. In one example, the payline indicators of an active payline 
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may be presented in a bright green color, while payline indicators for inactive paylines may be a 
subtle red In another example, the symbols or symbol locations in the winning payline may be 
highlighted, or the non-winning symbols or symbol locations may be deemphasized (e.g*., 
darkened, grayed out, etc.), or both. Furthermore, if a player achieves a winning combination 
along an active payline, the transmissive display 54 may dynamically illustrate Ihe win to the 
player with a variety of video graphics on the payline indicator, as well as on the active payline. 
For example, the payline indicators may transform into a "$" symbol when a winning symbol 
combination is achieved on an active payline. 

[0088] ANIMATED OR HIGHLIGHTED PAYOUTS. When a player achieves a winning 
combination on the mechanical reels 58a-c, the value of the associated payout may be displayed 
on the transmissive display 54 in the location of the symbol combination. The payout value may 
be liighlighted and animated so that the player understands the payout value that he or she has 
achieved based on that winning symbol combination. In addition, when the player's credit meter 
is also located on the main display, the payout value may move across the screen towards the 
credit meter and intersect the credit meter at the same time the credit meter increases by the value 
of the player's payout. Thus, the transmissive display may provide an animation of the present 
winnings being deposited into the player's account or credits meter. In addition, the transmissive 
display 54 may show the basic mathematical addition function showing the sum of the value of 
the payout plus the existing value in the credit meter to show the new value that the player has in 
the machine, as expressed by the credit meter. 

[0089] ANIMATED OR HIGHLIGHTED REEL STOPS. As the mechanical reels 58a-c 
spin and stop, the player may visualize that certain symbol combinations on active paylines are 
positive and may lead to a winning outcome if the final spinning reel (or reels) provides a certain 
symbol when it stops. The transmissive display 54 may provide added anticipation and 
excitement for tlie player when a first portion of a positive outcome is achieved on the reels by 
providing animation to the desirable symbols on the stopped reels. As an example, if two "7" 
symbols have been achieved on the first two mechanical reels 58a-c, and the third reel is still 
spinning, the transmissive display 54 may illustrate fireworks shooting outwardly from the 
symbol location where the two "7" symbols are located. Further, the transmissive display 54 
may illustrate moving fireworks shooting from a "7" symbol on the rotating reel as that "7" 
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symbol moves through the display region for tlie mechanical reels 58a-c. The gaming machine 
10 may also use audio effects, such as voice annoimcing "COME ON No. 7!!!/' in conjunction 
witli tlae same words being displayed on the transmissive display 54. 

[0090] ANIMATED OR HIGHLIGHTED SCATTER SYMBOLS. As mentioned above, 
scatter symbols are not required to be aligned along an active payline to produce a winning 
outcome. The transmissive display 54 may be used to track the movement of the scatter symbol 
on a mechanical reel as it proceeds through the displayed region of the mechanical reels 58a-c. 
The transmissive display 54 may also be used to highlight and/or animate a scatter symbol that is 
displayed within the displayed region once a reel has stopped, yielding a winning outcome for the 
player. The transmissive display 54 can used to display the location of the scatter symbol off the 
visual display area, in a manner similar to the SHOW UNDISPLAYED PORTION OF 
MECHANICAL REELS feature, which was described above. 

[0091] MIMICKING THE MECHANICAL REELS, After a winning outcome has been 
achieved from the symbols on the mechanical reels 58a-c, the transmissive display 54 may be 
used to re-create and display all, or a portion, of the winning spin (perhaps in slow motion) to 
emphasize the positive outcome to the player. 

[0092] CONGRATULATORY TEXT / ANIMATION. After a player has achieved a 
positive outcome, the transmissive display 54 may display alpha and/or numeric characters that 
commvinicate the positive outcome to the player in a location that overlays the display region of 
the mechanical reels 58a-c. 

[0093] NUDGING SYMBOLS OUT OF THE DISPLAY REGION. The transmissive 
display 54 may be used to display s5nnbols that are located outside of the display region for the 
mechanical reels 58a-c. The player may have the option to nudge a reel in one direction or 
another one or more times, possibly through arrow keys on the transmissive display 54 that 
overlie the mechanical reels 58a-c, until a predetermined condition {e,g,^ a certain number of 
nudges, a winning outcome, etc.) has been met. By displaying symbols located outside the 
display region, the player might see a scatter pay symbol (z.e., one that does not require alignment 
along an active payline for payout) and may move the conesponding reel in a direction to cause 
the scatter pay symbol to be displayed within the display region, yielding a positive outcome. 
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[0094] COLORING OR SHADING THE REELS. The transixdssive display 54 may be used 
to conraiunicate some aspect of the wagering game to the player tlirough a coloring function or a 
shading function that affects the visual appearance of the underlying mechanical reels 58a-c. As 
an example, if the gaming machine 10 has had several successive winning combinations, the 
transmissive display 54 may progressively change to a brighter shade of red, suggesting that tlie 
gaming machine 10 is hot or on fire. The transmissive display 54 may illustrate a fire animation 
with words such as "This machine is on fire! ! !" The color or shading may also be used to indicate 
the amount of the wager that the player has made. In other words, a higher wager amoxmt will 
produce a brighter shade of green than a smaller wager amount. 

[0095] MULTI-THEME GAMING MACHINE. Many gaming machines 10 have artwork 
and graphics that reflect a certain theme, such as a tropical theme. Even the mechanical reel 
symbols 60 are sometimes designed to follow a central theme (e.g., tropical fraits). Instead of a 
specific, fixed theme, the transmissive display 54 maybe used to provide selectable themes. The 
transmissive display 54 may display the theme artwork and grapliics as an overlay, including 
appropriate theme overlays for the mechanical reel symbols 60. The artwork and graphics may 
include both still images and animation. Since the transmissive display 54 provides the theme 
elements, it is much easier to change themes and therefore no "reel glass" is needed. This allows 
the gaming machines 10 to be generic, with the theme then being selectable by the players and 
casino operators. 

[0096] ADJUSTABLE / SELECTABLE NUMBER OF REELS. The transmissive display 
54 may be used to adjust the number of reels on the gaming machine 10. For example, certain 
portions of the transmissive display 54 may be made opaque to block out one or more of the 
mechanical reels 58a-c. The transmissive display 54 may display one or more virtual reels in 
place of the mechanical reels 58a-c, or the virtual reels may be displayed in addition to the 
mechanical reels 58a-c. The adjustments may be in the form of one or more options that are 
selectable by the player, or they may be selected by the gaming machine 10 (or the gaming 
network), for example, in response to a predetermined symbol or symbol combination on the 
mechanical reels 58a-c. 

[0097] HELP OPTIONS. The transmissive display 54 may be used in conjunction with the 
touch screen 28 to bring up various help options and information for the player. In one 
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implementation, the transmissive display 54 displays a candle icon that the player may touch to 
bring up a help screen. Other images may be used to indicate the status or condition of the 
gaming machine 10, for example, a malfunction in the gaming miachine 10. 
[0098] VIDEO CLP S ON REEL. The transmissive display 54 may be used to play video 
cKps on the gaming machine 10. The video clip may be a real Ufe video clip, either live or 
prerecorded, or it may be an animated video cUp. The clips may be related to tlie game play of 
the basic game or the bonus game of the gaming machine 10, or they may simply be 
congratulatory or informative in nature. They may occupy the entire display area of the 
transmissive display 54, or they may occiqjy a portion of the transmissive display 54. For 
exaxaple, the video clips may be played so as to appear only on a particular reel or reel symbol 
60. 

[0100] DOUBLE-UP OPTION. In some gaming machines 10, the player is given an option 
to try and double his or her winnings instead of taking the current payout. The transmissive 
display 54 may be used in conjunction with the touch screen 28 to provide the player with an 
onscreen option to double his or her winnings. For example, upon occuirence of a winning 
outcome on the mechanical reels 58a-c, the transmissive display 54 may display a double-up 
mechanism, such as a button 30, that the player may touch to try and double his or her winnings. 
[0101] TIMER / COUNTDOAVN METER. The transmissive display 54 may be used to 
display a timer or a countdown meter. Such a timer or countdown meter, which may be 
displayed off to one side of the mechanical reels 58a-c, is typically used to show the time 
remaining until a certam special event. The transmissive display 54 may also be used to display 
a power up or ramp up meter to show the player's ehgibiUty for a certain special event, for 
example, based on the amount he or she has wagered or the time he or she has been playing. The 
special event may be a community-game event in which the player can participate with other 
players. The timer may be one that allows the player a certain amount of time to determine 
whether he or she wants to participate in the community event. 

[0102] VOLUME CONTROL. The transmissive display 54 may be used in conjunction with 
the touch screen 28 to provide the player with an onscreen option to adjust the volume of the 
gaming machine 10. For example, the transmissive display 54 may display a knob or a slider that 
the player may manipulate to control the volume of the gaming machine 10. 
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[0103] ADMINISTRATIVE OPTIONS. The transmissive display 54 may be used to display 
various administrative options to the casino operators. For example, the transmissive display 54 
may allow the casino operators to select certain system diagnostic tests to be run on the gaming 
machine 10. The results of tlie test may be displayed on the transmissive display 54. Tlie 
ti'ansmissive display 54 may also allow the casino operators to reprogram/reconfigure various 
aspects of the gaming machine 10, for example, changing the payback percentage, denomination, 
and/or pay table of the gaming machine 10. 

[0104] IN-GAME PROGRESSIVE. The transmissive display 54 may be used to display one 
or more progressive jackpot meters. Such a progressive jaclqpot meter, which may be displayed 
off to one side of the mechanical reels 58a-c, is used to show the amount that has accumtilated in 
the progressive jackpot. The progressive may be a wide-area progressive, a casino-wide 
progressive (i.e., an in-casino only progressive), a bank progressive, or a standalone progressive 
only available at that gaming machine 10. 

[0105] SECONDARY DISPLAY INTERACTION, hi some gaming machines, a secondary 
video display may be present {e.g., as the secondary display 16) that may be any suitable video 
display, such as a CRT, LCD, dot matrix, LED, electro Ixmiinescent, or other type of video 
display. In that case, the transmissive display 54 may be operated in conjunction with the 
secondary display. In one example, the video images of the transmissive display 54 may interact 
with the video images of the secondary video display in some manner (e.g,, a cause-and-effect 
relationship). In another example, the transmissive display 54 and the secondary display may be 
coordinated to present a xmified image of the wagering game, with part of the wagering game 
shown on one display and part on the other display. An example of such a unified display may 
be found in commonly-assigned U.S. Patent No. 6,254,481 entitled "Gaming Machine with 
Unified Image on Multiple Video Displays," issued July 3, 2001, and incorporated herein by 
reference. 

[0106] TOP BOX EVENT. In some gaming machines 10, the secondary display 16, which is 
usually located on top of the primary display 14, is also a mechanical display, such as mechanical 
dice, mechanical reels 58a-c (including micro-reels), and other mechanical devices. A 
transmissive display 54 may also be superimposed on the secondary display to cover up the 
secondary display, for example, until occurrence of a predetermined symbol or symbol 
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combination on the primary display 14. The transmissive display 54 of the secondary display 
may be a separate device from the transmissive display 54 of tlie primary display 14, or a single 
transmissive display 54 may be superimposed over both primary and secondary displays. 
[0107] HIGH SCORES / LEADER BOARD. The transmissive display 54 may be used to 
display a high-scores board. Such a high-scores board, which may be displayed off to one side of 
the mechanical reels 58a-c, is used to show tlie names of the 10 all-time highest scoring players 
on the gaming machme 10. Similarly, where the gaining machine 10 is part of a multi-machine 
competition (or collaboration) the transmissive display 54 may be used to show the current 
leaders in the session. 

[0108] PICK A SCATTER / WILD. The transmissive display 54 may be used in conjunction 
with the touch screen 28 to allow the player to pick or buy a scatter pay. For example, the 
transmissive display 54 may display a graphical overlay of the mechanical reels 58a-c. The 
player may then select a certain reel to be a scatter pay, and the transmissive display 54 will 
highlight or otherwise indicate that reel as a scatter pay. hi some embodiments, the player may 
also select a particular reel symbol 60 via the transmissive overlay. If that reel symbol 60 is 
landed, then the player is awarded the value of that symbol. The player may also pick or buy a 
symbol to be a wild symbol. The selected symbol is then evaluated as a wild symbol for that 
round of the wagering game. In general, the transmissive display 54 may be used in conjunction 
with the touch screen 28 to allow the player to pick or buy a game modification feature that is 
visually enhanced. For example, the symbol that is selected to be a wild symbol may have a 
small watermark superimposed on it to indicate that it is now a wild sjmbol. 
[0109] SCRATCH-OFF ENHANCEMENTS. The transmissive display 54 may be used in 
conjunction with the touch screen 28 to implement scratch-off enhancements. For example, the 
transmissive display 54 may overlay certain reel symbols 60 with a scratch-off icon. If these 
symbols appear on an active payline, the player may scratch the scratch-off icon to reveal an 
enhancement to the symbols (e.g., a 2x multipher). 

GROUPS. ENHANCING BONUS FEATURES 
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[0110] In Group 5, the transniissive display 54 may be used to create or award extra features 
with respect to a bonus game by adding video elements over tlie mechanical reels 58a-c. 
Following are examples of Group 5 features. 

[01111 COLLECT SYMBOLS. In certain types of wagering games, tliere are bonuses that 
may be awarded for collecting certain symbols during a gaming session. Hiese wagering games 
typically entail several consecutive wagers being made at the gaming machines 10. The 
transmissive display 54 may be used to illustrate certain desirable symbols or symbol 
combinations that are achieved during the gaming session. The player may be awarded a bonus 
award if he or she collects a predetermined number of symbols or symbol combinations. 
[0112] VARIABLE MULTIPLIER. In certain wagering games, a player may be awarded 
free spins (or discounted spins) on the mechanical reels 58a-c. Often times, those free spins have 
an associated multiplier such that if the player achieves a winning outcome, the payout associated 
with that winning outcome is multipUed by a certain value. The transmissive display 54 allows 
for a multipher in a free spin (or discounted spin) to be displayed as the player is conducting the 
free spin. The ti^ansmissive display 54 may also randomly cycle through a plurality of possible 
multipliers as the free spin is occurring and stop on one of the multipliers so that the player views 
the moving symbols on the mechanical reels 58a-c and the changing multiplier on the 
transmissive display 54, both of which will have an impact on the payout from the free spin. 
Alternatively, the transmissive display 54 may illustrate and highlight consecutively increasing 
multipliers that apply to each successive free spm resxxlting in a winning outcome. 
[0113] ANIMATED CHARACTERS APPEARING TO CHANGE OUTCOME. Tlie 
transmissive display 54 may be used to provide the appearance that an animated character or 
object changes the existing outcome to a better outcome for the player. For example, if the 
player has a non-winnmg outcome, then an animated character (e.g., a fairy) may appear across 
the transmissive display 54 and cause one of the mechanical reels 58a-c to appear as though one 
of its symbols has moved to the active payline that would achieve a positive result. 
Altematively, the animated character may simply appear on the transmissive display 54 and 
inform the player of the poor outcome, but instmct the player that good fortune has arrived by 
adding a certain credit amount {e.g., 10 credits) to the player's credit meter. 
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[0114] MYSTERY AWARD. The transmissive display 54 may be used to illustrate a 
mystery award (e.g., a credit amoimt, a bonus feature, etc.) that may be randomly awarded to the 
player. For example, the gaming machine 10 may have a second random-number generator 
dedicated solely to a mystery award. The player is aware of the mystery award because its 
existence is displayed on the transmissive display 54, perhaps through a moving mystery award 
symbol that passes through the mechanical display region. If tlie player has achieved the mystery 
award, the transmissive display 54 may be used to inform the player that he or she won the 
mystery award. In otlier words, the transmissive display 54 is providing a second wager game 
that, while overlying the main wagering game involving the mechanical reels 58a-c, is played in 
a maimer separate and distinct from the main wagering game involving the mechanical reels 
58a-c. 

[0115] FREE SPIN ON VIDEO SLOT. The transmissive display 54 may also be used to 
play a free spin on the video reels (or other bonus game) after such an event has been triggered by 
the underlying mechanical reels 58a-c. For example, a transmissive display 54 may blackout 
(z.e., darken) the underlying mechanical reels 58a-c and may display a plurality of video reels, 
which are rotated to present the player with a randomly selected outcome. 

[0116] MODIFIED PAY TABLE. A bonus event may be triggered that allows the player to 
have a free spin of the mechanical reels 58a-c with an iticreased-value (i.e., modified) pay table. 
The transmissive display 54 may then be used to display the modified pay table to the player 
before and during the free spin. Alternatively, the transmissive display 54 may provide for a 
plurality of different pay tables, and the player may select the pay table to be applied during the 
fi-ee spin. 

[0117] MODIFIED RULES FOR BONUS GAME. The transmissive display 54 may be used 
to inform the player of a modification or alteration to the rules that are used for a wagering game, 
such as a bonus game. As an example, a free spin of the mechanical reels 58a-c may be provided 
to the player and a certaiu symbol, such as a cherry symbol, may be used as a "wild" symbol for 
only the free spin. The transmissive display 54 may highlight the cherry symbol on the 
underlying mechanical reels 58a-c (e.g., placing stars around it) and inform tlie player that the 
cherry symbol will be a wild symbol for the follow-up free spin. 
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[0118] MATRIX AWARD TABLE. A bonus game may be configui'ed such that, in a 
wagering game with tliree mechanical reels 58a-c, only the first and third mechanical reels 58a 
and 58c are used and the second mechanical reel 58b is not used {ue., blocked out). A matrix is 
then displayed on the transmissive display 54 where the X-coordinates in the matrix include a 
plurality of different reel symbols 60 for the first mechanical reel 58a and the Y-coordinates in 
the matrix include another plurality of different reel symbols 60 for the third mechanical reel 58c. 
Tlie center portion of the matrix lists an award for each combination of symbols on the first and 
third mechanical reels 58a-c, The player is then given a chance to spin the mechanical reels 58a 
and 58c and the symbol combinations on the first and third mechanical reels 58a and 58c dictate 
a payout pursuant to the award in the matrix. More specifically, the intersection of the X- 
coordinate designated by the symbol on the first mechanical reel 58a and the Y-coordinate 
designated by the symbol on the tliird mechanical reel 58c detenrdnes the award yielded by the 
matrix. Accordingly, the transmissive display 54 may display a matrix that dictates the payout of 
the game, while the mechanical reels 58a and 58c are spiiming and stopping. 
[0119] BONUS REEL INDICATOR. The mechanical reels 58a-c may include a bonus reel 
having a plurality of different beneficial symbols, such as a plurality of multipliers {e.g., 2X, 4X, 
3X, IX, 8X, etc.) that are applied to any winning combination that occurs on tlie primary 
mechanical reels 58a-c. The displayed region for the mechanical reels 58a-c may be constructed 
such that three symbol locations appear in a vertical direction. An outcome indicator for the 
bonus reel may take the form of a video arrow on the transmissive display 54 that moves among 
the three possible symbol locations for the bonus reel. In addition to the bonus reel spinning., 
causing its symbols to move through the display region, the indicator moves between the three 
vertical symbol locations. Thus, the outcome firom the bonus reel is dictated by the moving 
bonus reel and the moving video indicator on the transmissive display 54. 

[0120] CATCHING CREDITS. After a winning outcome has been achieved by the 
mechanical reels 58a-c, the transmissive display 54 may illustrate credits in the form of coins 
being scattered outwardly firom the winning symbol combinations and falling downwardly 
towards the bottom of the transmissive display 54. Buckets, which are graphically illustrated on 
the transmissive display 54, may move back and forth collecting the coins as they fall so as to 
indicate to the player the amount that he or she has won in the wagering game. The coins may be 
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shown to deflect off certain mechanical reel symbols 60 (e.g., deflector symbols) and to be 
swallowed up by other mechanical reel symbols 60 (e.g., receptor symbols), tlius potentially 
missing the buckets. Alternatively, instead of virtual coins, the transmissive display 54 may 
display balls bouncing off tlie various mechanical reel symbols 60, each ball representing a 
certain credit amount. Additionally, the transmissive display 54 may allow the player to control 
the movement of one of the buckets to collect the coins or balls as they fall. Wliile this aspect 
requires some skill of the player, which is as typically not allowed in most gaming 
establishments, the remaining buckets may compensate for a low skill or high skill player. Thus, 
regardless of the skill level of the player moving the bucket, the payout is still the same. 
[0121] REVEAL BONUS. The transmissive display 54 may be used to hide and 
subsequently reveal a mechanical feature on the primary or secondary display, such as dice. The 
mechanical feature is revealed only upon occurrence of a predeteimined symbol or symbol 
combination on the mechanical reels 58a-c, For example, the transmissive display 54 may be 
used as an opaque door that is open only upon occurrence of the predetemiined symbol or 
symbol combination. 

[0122] TRAIL GAMES. The transmissive display 54 may be used to play a secondary 
persistent state game (i.e., one that extends over a gaming session or several gaming sessions) 
involving a trail or a map contemporaneously with the mechanical reels 58a-c. The persistent 
state game may be part of the basic game or a bonus game. The trail game may be a board game 
based on a fheme, such as the Monopoly™ board game theme. The transmissive display 54 is 
used to display the trail or map, usually surrounding the mechanical reels 58a-c, and the player is 
taken to dijBferent parts of the trail or map as mdicated by, for example, the outcome of the 
mechanical reels 58a-c or some other event (e.g., a spin of the dice). In one embodiment, each 
time the player achieves a wmning outcome on the mechanical reels 58a-c, an avatar, game 
piece, or space identifier is moved along the trail or map toward some predetermined objective. 
Optionally, the player may collect different objects on the trail or map, each object having a 
predetermined value. When the player lands on a certain symbol on the mechanical reels 58a-c, 
that symbol increases in value on the trail or map. If the player decides to terminate the gaming 
session, the objects he or she has collected and the increased values thereof may be saved by the 
gaming machine 10 or the gaming network for subsequent retrieval. The transmissive display 54 



33 



wo 2007/005846 



PCT/US2006/026005 



may be used to display to the player the game status infomiation that is being saved along with 
the identity of the player. Similaily, when the player resumes playing, the transmissive display 
54 may be used to display to tlie player the game status infonnation that has been retrieved. 
[0123] KENO OVER REELS. The transmissive display 54 may be used in conjtmction with 
the touch screen 28 to play an entirely different game, such as Keno, poker, and the like. For 
example, upon occurrence of a predetermined symbol or symbol combination on the mechanical 
reels 58a-c, the transmissive display 54 displays the Keno, poker, or other games above or below 
the mechanical reels 58a-c. The player may then play the Keno, poker, or other games by 
touching tlie appropriate area on the touch screen 28. 

[0124] CONSUMING SYMBOLS. The transmissive display 54 may be used to show an 
object eating the symbols on the mechanical reels 58a-c. For example, upon occurrence of a 
predetermined symbol or symbol combination on the mechanical reels 58a-c, the transmissive 
display 54 may show a character, such as Pac-man, that eats one or more randomly selected 
symbols 60 on the mechanical reels 58a-c and leaves behind a credit amount in place of the 
symbols 60. 

[0125] BONUS REEL PICK OPTIONS, One type of bonus game that is popular among 
players is a player-selection game in which the player is presented with an array of picks. Each 
pick, when selected, reveals either a prize, typically a credit amount, or a play-termination 
symbol that terminates the bonus game. Instead of a credit amount, the transmissive display 54 
may display a bonus reel whenever a prize is selected. The credit amount that is awarded to the 
player may then be determined by the outcome of the bonus reel. The player-selection game may 
be conducted on the secondary display 16, or it may be conducted on the transmissive display 54 
along with the bonus reel. In either case, the additional level of play adds further excitement to 
the gaming experience. 

[0126] CLASS 2 GAMES. The transmissive display 54 may be used to play Bingo and other 
Class 2 games, as defined by the Indian Gaming Regulation Act. In one embodiment, the 
transmissive display 54 may display a bingo card upon occxnrence of a predetemiined symbol or 
symbol combination on the mechanical reels 58a-c. The bingo card may be located, for example, 
off to one side of the mechanical reels 58a-c or any other suitable location. The mechanical reels 
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58a-c are then used to provide (z.e., call out) the bingo letters and numbers in a manner known to 
those having ordinary skill in the art. 

[0127] YAHTZEE™. The transmissive display 54 may be used in conjunction with the 
touch screen 28 to play dice games, such as Yahtzee™. in one embodiment, the transmissive 
display 54 may display a pair of dice upon occurrence of a predetermined symbol or symbol 
combination on the mechanical reels 58a-c. The player may roll the dice by touching the 
appropriate area (e.g., a button 30) on the ti-ansmissive display 54. The rules of play for 
Yahtzee™ are well known to those having ordinary skill in the art and will therefore not be 
described here. The Yahtzee^M game may be triggered by a certain symbol combination that is 
present in the basic wagering game. 

[0128] ACCEPT OR REJECT. In some gaming machines 10, the player is given an option 
to try and increase his or her winnings instead of taking the current payout. The transnidssive 
display 54 may be used in conjunction with the touch screen 28 to provide the player with an 
onscreen option to either take his or her current winnings or try for a higher payout. For 
example, upon occiarrence of a winning outcome on the mechanical reels 58a-c, the transmissive 
display 54 may display an accept-or-reject option, via a button 30, that the player may press to try 
and increase his or her winnings. 

[0129] REVERSE TETias™. The transmissive display 54 may be used to implement a 
game where the reel symbols 60 in a winning payline are moved up and stacked, much like a 
Tetris™ game in reverse. The combining of certain symbols in the stack, for example, three 
"bells," enhances the player's winnings. The transmissive display 54 may be used to visualize 
the upward movement of the reel symbols 60 and the subsequent enhancement of the payout. 
[0130] BATTLING SYMBOLS. The transmissive display 54 may be used to simulate two 
or more reel symbols 60 engaged in battle. For example, the video transmissive display 54 may 
show two pirate ship symbols fuing canons at one another. The outcome of the battle may be 
used to determine the basic-game payout (if the symbols appear on adjacent reels 58a-c) or bonus 
award given to the player. 

[0131] PICK FREE-SPIN FEATURE. In some gaming machines 10, the player may be 
awarded free spins of the mechanical reels 58a-c upon occurrence of a predetemiined symbol or 
symbol combination on the mechanical reels 58a-c. The transmissive display 54 may then be 
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used to allow the player to pick certain features associated witli the free spins, for example, the 
number of free spins, a multiplier that may or may not be connected to the free spins, the function 
of one or more reel symbols used in the free spins (e.g-., a wild symbol, a scatter pay symbol, 
etc). In one example, the transmissive display 54 may display a set of pick options from which 
the player may pick, with the selected pick option revealing the free-spin feature {e.g,, the 
number of free spins). In another example, the transmissive display 54 may display a virtual 
bonus reel that the player may spin. The free-spin feature awarded to the player is then 
determined by the result of the virtual reel. 

[0132] INCREASING VALUE OF BONUS SYMBOL. In some gaming machines 10, the 
bonus game involves the player collecting various symbols, each symbol resulting in a certain 
number of credits to the player. The value of certain symbols, however, may be worth double, 
triple, or more, of their usual value if the player collects the symbols after a predetermined event. 
The transmissive display 54 may be used to gi'aphically illustrate the increase in value of these 
symbols. 

[0133] Wliile a number of exemplary embodiments have been described herein, numerous 
variations and modifications exist. For example, although the invention has been described with 
respect to the basic game being played on a mechanical display and the additional features and 
bonus games implemented via the transmissive display 54, it is possible to play the basic game 
on the transmissive display 54 instead. Then, when the player achieves a bonus game, the 
transmissive display 54 may open up to the mechanical display behind the transmissive display 
54 to allow the player to play the bonus game. Examples of the types of mechanical display that 
may be played as a bonus game include the mechanical reels 58a-c, a mechanical wheel (e.g., a 
roulette game), mechanical dice, a pachinko board, and various types of board games. 
[0134] In addition to the above, instead of superimposiQg the transmissive display 54 over a 
mechanical display, it is also possible to overlay the transmissive display 54 over a video display. 
Such a video display may include an LCD, plasmas, projection, or any other suitable video 
display. The transmissive display 54 may then be used to provide selective visibility of the video 
display. For example, the transmissive display 54 may display the basic game, then selectively 
open up to a view of the bonus game on the video display, or vice versa. Moreover, there may be 
interaction between the video images of the two displays. For example, the symbols of the 
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tonsniissive display 54 may engage in a simulated battle with the symbols of the video display, 
with the outcome determining the payout to the player. Or the symbols of the transmissive 
display 54 may form combination symbols with the symbols of the video display, and so forth. 
[0135] While a number of specific embodiments have been described above, variations and 
modifications exist. For example, two or more of the above features may be combined into 
single feature, or one feature may be divided into several sub-features. In addition, althougli tlie 
various features described above have been organized into several specific groups, the gaming 
machine 10 and the wagering game thereon are not limited to any specific group (or feature). 
Thus, miiltiple features fi:om several groups may be present on one gaming machine 10. 
Moreover, while the various features have been organized based primarily on their fimctions, 
these features may certainly be reorganized based on another criterion without departing fi:om the 
scope of the invention. 

[0136] Accordingly, each of the foregoing embodiments and obvious variations thereof are 
contemplated as falling within the spirit and scope of the claimed invention, which is set forth in 
the following claims. 
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Claims: 

1 . A gaining machine, comprising: 

a game display operable to display an outcome of a wagering game in response to 
a wager; and 

a transmissive display overlaying the game display and operable to selectively 
display transmissive features over the game display; 

wherein tlie transmissive features of the transmissive display are configured to 
change a play mechanic associated with the wagering game. 

2. Tlie gaming machine of claim 1, wherein the transmissive features of the 
transmissive display include one or more of the following: Altered or Moving Payline, 
Unlocked Reel, Roving Symbol Catch, Extra Video Reel, Adjustable Anay Size, Payline 
Right-to-Left, Any Symbol Left-to-Right, Identifying Hot Payline, Reels in Blanks, 
Selecting Paylines, and Pick Pattem Side Bets. 

3 . A gaming machine, comprising: 

a game display operable to display an outcome of a wagering game in response to 
a wager, the game display having a plurality of reels, each reel having a plurality of reel 
symbols; and 

a transmissive display overlaying the game display and operable to selectively 
display transmissive features over the game display; 

wherein the transmissive features of the transmissive display are configured to 
alter an appearance of the reel symbols associated with the plurality of reels. 

4. The gaming machine of claim 3, wherein the transmissive features of the 
transmissive display include one or more of the following: Expanding and/or Roving 
Wild, Character Wild, Character-Reel Interaction, Hidden Symbol Revealed, Dynamic 
Multiplier, Bouncing Enhancement Symbol, Micro Reel on Symbol Location, Bright Lit 
"Blanks" With Video Symbol, Symbol Appears on Blank, Holding Symbol or Symbol 
Location, Mystery Scatter / Mystery Pay, Animated Coloring, Video Reel on Top of 
Mechanical Reel, Combination Symbols, Repeated Symbol Win, Place Your Wild Spot 
(Scatter Too), and Array Ghosted Over Reels. 

5. A gaming machine, comprising: 
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a game display operable to display an outcome of a wagering game in response to 
a wager; and 

a transmissive display overlaying the game display and operable to selectively 
display transmissive features over the game display; 

wherein the transmissive features of tlae transixdssive display are configured to 
provide interactive player-control and player-selection elements for the wagering game. 

6. The gaming machine of claim 5, wherein the transmissive features of the 
transmissive display include one or more of the following: Show Undisplayed Portion of 
Mechanical Reels, Touch Symbol to Reveal Bonus, Stop or Brake Feature for Mechanical 
Reels, Selecting Reel to Respin, Blind Selection of Beneficial Feature, Blind Selection 
for Subsequently Used Feature, Credit / Cash Meter Changes, Touch Symbol to Reveal 
Payout, and Player Login and Information Entry. 

7. A gaming machine, comprising: 

a game display operable to display an outcome of a wagering game in response to 
a wager; 

a transmissive display overlaying the game display and operable to selectively 
display transmissive features over the game display; and 

a touch screen overlaying the transmissive display for providing player inputs to 
the gaming machine; 

wherein the transmissive features of the transmissive display are configured to 
facilitate the player inputs to the gaming machine through the touch screen. 

8. The gaming machine of claim 7, wherein the transmissive features of the 
transmissive display include one or more of the following: Reel Nudges, Payline 
Indicator, Animated or Highlighted Payouts, Animated or Highlighted Reel Stops, 
Animated or Highlighted Scatter Sjrabols, Mimicking tlie Mechanical Reels, 
Congratulatory Text / Animation, Nudging Symbols Out of the Display Region, Coloring 
or Shading the Reels, Multi-Theme Gaming Machine, Adjustable / Selectable Number of 
Reels, Help Options: Video Clips on Reel, Double-Up Option, Timer / Countdown 
Meter, Volume Control, Administrative Options, in Game Progressive, Secondary 
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Display Interaction, Top Box Event, Higli Scores / Leader Boards Pick a Scatter / Wild, 
and Scratch Off Enhancements. 

9. A gaming machine, comprising: 

a game display operable to display an outcome of a wagering game in response to 
5 a wager; and 

a transmissive display overlaying the game display and operable to selectively 
display transmissive features over the game display; 

wherein the transmissive features of the transmissive display are configured to 
provide bonus features associated with the gaming machine. 

10 10. The gaming machine of claim 9, wherein tlie transmissive features of the 

ti*ansmissive display include one or more of the following: Collect Symbols, Variable 
Multiplier, Animated Characters Appearing to Change Outcome, Mystery Award, Free 
Spin on Video Slot, Modified Pay Table, Modified Rules for Bonus Game, Matrix Award 
Table, Bonus Reel Lidicator, Catching Credits, Reveal Bonus, Trail Games, Keno Over 

15 Reels, Consuming Symbols, Bonus Reel Pick Options, Class 2 Games, Yahtzee™, 
Accept or Reject, Reverse Tetris™ Battling Symbols, Pick Free-Spin Feature, and 
Increasing Value of Bonus Symbol. 

11. A computer-readable storage medium encoded with instmctions for 
directing a gaming machine to implement one or more transmissive features of claims 1, 

20 3, 5, 7, and 9. 
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